Computing at Minsterley
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At Minsterley Primary School we use the Teach Computing Curriculum

The Teach Computing Curriculum is a comprehensive collection of materials
produced to support teaching, facilitating the delivery of the entire English
computing curriculum from key stage 1 to 4 (5- to 16-year-olds). The Teach
Computing Curriculum was created by the Raspberry Pi Foundation on behalf of the
National Centre for Computing Education (NCCE). Resources and planning have then
been to the context of Minsterley Primary School.
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All learning outcomes can be described through a high-level taxonomy of ten strands, ordered alphabetically as
follows:

B Algarithms — Be able 1o comprehend, design, create, B Programming — Creale softeiare to allow compulers
and evaluale algorithms g sabhve problems

B Compaiter networks — Understand how neleaarks can B Safety and seourity — Understand risks when using
be used ta refreve and share mformation, and how technodogy, and how 10 profect individuals and
they come with associated risks sysiems

B Compuler gystems — Understand ‘what a computes is, and
how its constilvent parts funciion together as a whale The tamgnomy provides cabegonies and an organised view

B Creating media — Select and creale a range of media of content o encapsulale the discipline of computing.
including 1ext, images, sounds, and video Whilst all sirands aee present 21 all phases, they are not

B [ata and information — Understand how data is stored, always 1aught explicitly.
organised, and used 1o represen realsorld arlefacts
and scerans

B Design and development — Understand the actrities
irealved n planning, creating, and evaluating
computing arfiefacis

B Effective e of lools — Use software tools 1o suppart
caomputing wark

B Impact of techmology — Understand how individuals,
systems, and society as a whale interact with
ocompauter Spsiems



Progression across year groups Within the Teach Computing Curriculum, every year group learns through units
within the same four themes, which combine the ten strands of the National Centre for Computing Education’s
taxonomy. This approach allows us to use the spiral curriculum approach to progress skills and concepts from one

year group to the next.
m
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The units for key stages 1 and 2 are based on a spiral curriculum. This means that each of the themes is revisited
regularly (at least once in each year group), and pupils revisit each theme through a new unit that consolidates
and builds on prior learning within that theme. This style of curriculum design reduces the amount of knowledge

lost through forgetting, as topics are revisited yearly. It also ensures that connections are made even if different
teachers are teaching the units within a theme in consecutive years.



Mational Curriculum Coverage — Key Stage 1 Computing Currdculum

Understand whal alganthms are, how they are implemented as programes on digital devices,
and thal programs execule by following precise and unambiguous instructions

Create and debug simple programes

Use logical reasoning 1o predict the beheviour of simple programs

Use technalogy purposefully bo create, organise, store, manipulsle and refrieve digital content
Recognise cormman uses of information technalogy beyand schoal

Use technalogy salely and respectiully, keeping personal infoemation private; dentify

where 10 go for help and suppart when they have concerns abaul content or conact
ian the imerned ar ather anline technologies
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National Curriculum Coverage — Years 3 and 4

Design, wrile and debug programs thal accomplish specilfic goals, including conralling or
simulating physical systems; solve problems by decompasing them imo smaller pars

Use sequence, selection, and repefition in pragrams;
work with varables and various forms of input and oulipun

Use lagical reasoning 10 @xplain how some simple algorithms work
and o detect and corect emors inalgorithms and programs

Understand computer netwarks, ncluding the inbemet, how they can provide multiple servioes,
such as the World Wide Web, and the opportunities they offer for commurscation and collaboration

Use search technologies effectively, appreciate how results are selected
and raniked, and be discerming inevaluating digital coment

Eplect, use and combine a variety of software (induding inbermel services) on a range of digital
devices bo design and creale a ange of programs, systems and comen that acoomplish given
goals, inchuding collecting, analysing, evaluating and presenting data and information

Use technaology safely, respectiully and responsibly; recognise aoceplableunsooeptable
betaviour; identify a range of ways lo repanl concerns aboul caontent and contact
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Mational Curriculum Coverage — Years 5 and 6

Design, wrile and debug programs that accomplish specific goals, including comralling ar
simulating physical systems; salve prablems by decompasing them inlo smaller paris

Use sequence, selection, and repefition in pragrams,
work with vanables and various forms of input and oufiput

Use lagical reasaning 1o explain how some simple algarthms work
and 1o detect and comect erors in algorithms and programs

Understand computer networks, including the intemet, how they can provide mulliple services,
such as the Warld Wide Web, and the opportunities they offer for communication and collaboration

Use search technologies effectively, appeeciate how results are selected
and ranked, and be disceming in evaluating digital coment

Sedect, use and combine a variety of software (induding inteme! servioes) an a range of digial

devices to design and create a range of programs, systems and corient that accomplish given
goals, including callecting, analysing, evaluating and presenting data and information

Use technalogy safely, respectiully and respansibly; recognise acceptable 'unacceptable
behaviour; identify a range of ways to reporl cancerns about content and contact
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At Minsterley we provide a high level of cross curricular links in computing to all areas of the curriculum. We have
32 chrome books in each Key Stage 2 classroom so that all children have a chrome book available to them
throughout the day. We use this technology is all subjects through the use of Google Classroom. Below are listed
some examples of how we use the technology throughout the curriculum:

-Typing, editing and improving in English using tools such as word processing.

-TTRS for multiplications and Numbots for Maths.

-Fiction express for guided reading.

-Digi Maps for Geography.

-Slideshows and google documents for History along with internet searches to find information.
-Data loggers are used in science.

All pupils in EYFS and KS1 have access to Ipads which they also use across the curriculum.



What would
Vou expect to
see In a

computing
lesson at
Minsterley?

Independent and responsible learners
Teaching in line with NC

High expectations with good pace ‘Teach to
the top’

Pitched in line with age expectations

Opportunities to recap/revisit previous
learning through ‘I can still’ , mini activities
and even whole lessons if required.

Following long term planning

Whole class teaching.
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Assessment at

Minsterley

At Minsterley Primary School we use
teacher assessment throughout all
computing lessons. There are planned
opportunities for assessment at the end
of each unit taught through the use of
summative assessment questions and
assessment rubrics.



